Once upon a time, English as a second language (ESL) classes relied on pronunciation drills and grammatical exercises that benefited some hardy students but put others to sleep. Then came the communicative approach to language learning and task-based instruction that awakened the students and provided more authentic communication tasks that emphasized the negotiation of meaning. They were introduced to competitive and cooperative tasks such as games and simulations, to many opportunities to interact with their peers, and in some cases, to real literature, used by native speakers of the target language. "Nap time is over," the students rejoiced. "Let's play!"
The defining element in the transition from lulling to lively methodology is meaningfulness. Eliza Doolittle of My Fair Lady may have found a use for pronunciation drills such as "In Hartford, Hereford, and Hampshire, hurricanes hardly ever happen," but although her social companions may have been awed by her small talk, the meaningfulness of the phrase could be disputed. For meaningful conversation to happen, communicators must have intention, motivation, and purpose.
Negotiation of meaning is the central task of communication and the cornerstone of task-based instruction (Lee, 2000) . Through task-based instruction, students have an authentic purpose for communication. Savignon (1972) found that when French students had authentic purposes and realistic tasks emphasizing meaningfulness of language, they increased in communicative competence. From these studies, ESL and English as a foreign language instructors may conclude that simulations that provide authentic communicative tasks would be instrumental in increasing their students' communicative competence.
Negotiation of meaning as interpreted through the evaluation of speaker roles, identity, and intention is an integral part of Di Pietro's (1987) instructional model built around scenarios. After preparation of materials for the scenario, instruction occurs in three phases: rehearsal, performance, and debriefing. Although many of Di Pietro's scenarios are simple role-plays, the three-phase model is quite useful when designing simulations that tend to be elaborate role-plays with more complex tasks.
In both scenarios and simulations, each student has a role. This, and the division of the class into small groups, encourages more involvement among the language students, creating an interactive classroom. Although instructors might see interaction as a benefit, in the adult classroom it is the students' attitudes toward interaction that determines the success of simulations. Crookall and Oxford (1990) suggested that students with certain learning styles may be resistant to simulations in the language classroom. This may be especially true of graduate students, who may need to be advised of the purpose of the simulation when the activity is introduced to the class.
Play has long been recognized as a useful vehicle for children's learning, but many have avoided using childish things in an adult education, thinking it would alienate or insult their students. However, those who have actually used children's literature in the classroom have found that students are neither alienated nor insulted. Children's literature is popular in family literacy programs (Smallwood, 1992 ) and beneficial for lowlevel ESL adults (Flickinger, 1984) . Silverman (1990) found that ESL college students from 17 to 60 years old liked using children's literature in the classroom. In fact, they protested when she suggested the books were only for children. All three researchers point out two benefits of children's literature for ESL students: increased fluency and greater familiarity with American culture.
To increase graduate students' fluency and communicative competence in English, this simulation combines the language play of the fairy tale "The Three Pigs" with playful but authentic language tasks: collaborating and presenting. The simulation closely follows Di Pietro's (1987) three phases of strategic interaction with preparation of the roles adapted from the fairy tales, rehearsal occurring as a part of collaboration on the task, performance being evaluated through classroom presentations, and debriefing focusing on the students' ability to identify and evaluate the rhetorical structure of effective argument.
Preparation
The objective of this activity is twofold: to emphasize negotiation of meaning through giving students an authentic communication task and to increase student awareness of the rhetorical structure of oral presentations. Two classes of graduate ESL students of various disciplines and different nationalities heard one or two versions of "The Three Pigs." Although the versions differed from year to year-the 1st year, I read the original version and Kellogg's (1997) version; the 2nd year I read Trivias and Oxenbury's (1993) , The Three Wolves and the Big Bad Pig-the task remained the same:
The three pigs have lost their homes to the Big Bad Wolf, who has blown all three homes, even the brick home, apart. The pigs have heard of a housing convention where contractors will be presenting ideas for building wind-proof homes.
From this situation, two groups of roles emerge:
1. Three pigs, who want to find a more durable material for building a house. 2. Contracting teams who will present at the convention.
Roles for contracting teams may be developed from The Piggy 'Zette (see Figure 1) . The Environmental Domicile house should use materials that are environmentally friendly. Pneumatique Mobilite should design a house that uses air and wind for energy. Hidden Hangouts should focus on hiding the house from the wolf. Additional ideas for these houses may be developed through reading various versions of the "The Three Pigs" (see the appendix for an annotated bibliography).
Rehearsal
Within each group of 3 or 4 students, the task takes on a life of its own. Some groups focused on the diagram of their house; other groups created advertisements that resembled realtor's brochures. The first group, who heard the story of the three pigs, produced more traditional houses such as fortified bungalows, log cabins, and brick houses. The second group, who knew the terror of the Big Bad Pig's pneumatic drill, were much more creative. One group drew a tall, windowless, doorless tower, entered by helicopter. The other group, led by an Ecuadorian soldier, designed an underground fortress lined with a material that explosives could not destroy.
After collaborating about the house and advertisement, when some students were designing or suggesting alterations for the design, each group also decided how to present its creation. The groups chose a spokesperson to present the advertisement and talk about the advantages of the design. Occasionally, two people from a team presented; in general, however, the presentations were not long enough to merit more than one person presenting.
Presentations
Not only do roles take on a life of their own according to the group, but the presentations also vary according to the collective personality of the class. The first time I ran this simulation, presentations proceeded as planned. The spokesperson for the group displayed the advertisement and gave a 2-minute speech about why to buy the house. After the speech, a few questions were raised regarding the advantages of the house and how it withstood the wolf gusts. For this class, the presentations were quite orderly.
Another class was much livelier. Even though only one person was chosen to give the presentation, all students interacted, asking questions or challenging the assumptions of the speaker. It was difficult to follow whether presentations had introductions, main arguments with sufficient support, or conclusions because the presenter was often challenged by the other groups, who posed hypothetical situations that might unravel the plan. The presenter's group defended the plan. On occasion, groups made on-site revision to the plans.
Debriefing
Because of the different directions the simulations took, debriefing involved totally different topics. For the one class, rhetorical organization was the central issue. In evaluating written transcripts of the presentations, students could discuss the effectiveness of the introductions, evidence, and conclusions. As a class, we could evaluate all the proposals and generate research questions, the primary task for classes following the three pigs unit.
For the livelier class, the simulation was successful in that it fulfilled the goal of involving students in negotiation for meaning. The interaction and the focus of the questions on the content of the task demonstrated the primacy of meaning for the participants in the second simulation. However, because of the emphasis on the content and the disruptions during presentations, I had to design another activity to point out elements of rhetorical organization. We did discuss the quality of evidence, but debriefing mostly focused on the organization of a presentation. Specifically, we contrasted the advantages of different types of presentation organization: allowing the presenter to finish the presentation before asking questions versus disrupting the presentation to ask questions.
In ending this fairy tale about using simulations in the classroom, I would like to say that the students lived happily ever after. The goals of the activity were fulfilled. The students were interactive, negotiating meaning. Although they did not discuss the entire structure of an essay for debriefing, they did get to talk about what most of them struggled with: the quantity and quality of support. The true test of the simulation, however, comes after. Did the assignments show an increase in communicative competence? What was the students' affective response to the use of simulations and children's literature in the graduate classroom?
Student response and pedagogical implications
Several different types of evidence show that many of the students did live happily following the simulation associated with the story of "The Three Pigs": research papers, surveys, course evaluations, and chance interviews. Of the first group of students, two students failed to turn in work. The others successfully completed the course; their research papers show a sufficient amount of evidence to support their propositions. In the second group, although a couple of students struggled initially, all 12 students provided sufficient, relevant support for propositions stated in research papers submitted at the end of the semester.
Effectively, the students did live happily through the remainder of the course. Because this particular course is labeled as a remedial course and only a few of the students regarded themselves as remedial in English proficiency, the first 2 or 3 weeks of the semester were spent convincing the students of their need for the class. A few sullen students are never convinced, but they tend to skip class and miss the instructor's persuasive speeches. The majority of students are attracted to the relaxed atmosphere fostered by the interaction of the simulation and the humor of "The Three Pigs." On a generic course evaluation that did not mention "The Three Pigs" anywhere, administered 8 weeks after the simulation, only 2 of 29 students gave a negative evaluation of the simulation; 5 students regarded this simulation as the most useful activity of the semester.
A separate, informal survey of international graduate students' attitudes toward children's literature found that only 4 of 27 students had ever seen a children's picture book before I read it to the class. All but 1 of those 27 students agreed that children's picture books were a valuable tool for the adult ESL classroom. In general, the story of "The Three Pigs" or "The Three Wolves" was well received.
The best testimonials for the use of simulations and children's literature, even in graduate classes, have come from chance meetings with students 5 months to 1 year after they have left the class. Five students admitted they hated the class at first but were glad that they had to take it. Three of those students mentioned how much fun the class was.
As instructors, we should never underestimate the power of play in adult language education. Not only are simulations and children's books fun materials, but they are also valuable tools in designing the authentic language tasks that develop the potential for greater communicative competence in our students. We may not be able to say that all students involved in simulations will live happily ever after, but the tasks and atmosphere associated with simulations do allow them to learn happily. Asch, F. (1998) . Ziggy piggy and the three pigs. Buffalo, NY: Kids Can Press.
Appendix: An Annotated Bibliography
The three pigs have another brother, Ziggy, who does not build a house but prefers the outdoors. The wolf blows down all three houses, resulting in a dilemma for the three pigs who complain, "This has never happened before." They run to Ziggy, who has already found a solution for their dilemma. Good source for Pneumatic Mobilite. Garner, J. (1994) . Politically correct fairy tales. Grand Haven, MI: Brilliance Corporation.
Although the plot of this fairy tale is the same as the prototype, the vocabulary and the tone target adults. Themes such as environmental sensitivity and solidarity make a good springboard for a discussion of American cultural values. Kellogg, S. (1997 Books. This Hawaiian tale follows the plot, although the wolf is a devious shark who tries to disguise herself so the pigs will let her into their houses built of various Hawaiian materials. A glossary in the back defines the Hawaiian words that are used in the story. Trivizas, E., & Oxenbury, H. (1993) . The three wolves and the big bad pig. New York: Aladdin.
This twist on the original fairy tale has the pig tearing down the wolves'houses. All ends well; the wolves forgive the pig, and all live together in harmony. Good source for Environmental Domiciles (see Figure 1 ).
